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I. Shotgun? Shotgun. 

Shotguns shoot shot, shitbird. Most militaries don’t use shotguns much in combat because compared to 
rifles, you still need to be close enough to see your opponent to hit them. Using slugs, modern day 
shotguns have about twice the range as a pistol, as long as some rifles, and are more accurate at shorter 
ranges than both. What follows in this document is not a modern day shotgun. It’s a kinetic weapon that 
is designed for putting down your average Joe splicer real hard and fast. This shotgun is intended for 
urban wetwork, dropping non-compliant COs on pirated vessels and looking like a badass. You want to 
kill a reaper or The Salamander? Find a buddy with a shredder. Space shotguns shoot shot. 


II. New Rules 

A basic shotgun was created that conforms to the kinetic weapon archetype with the stat block below. 
The design of this weapon is discussed in the aptly named design section; its variants are detailed here, 
under the sub-section “Shotgun Variants.” 


Weapon AP DV Average Firing Modes Ammo Special 
Shotgun 2x  6d10+10 28 SA 8 Reroll 1-3; keep highest 2 DV die 


Weapon SHORT RANGE MEDIUM RANGE LONG RANGE EXTREME RANGE 


Shotgun 0-20 21-30 31-40 41-50 


Combat 0-20 21-30 31-40 41-50 


Hunting 0-30 31-60 61-80 81-100 
Sawed-off 0-5 5-10 11-15 16-20 


Rail SG 0-30 31-60 61-90 91-135 


Shotguns: Shotguns are medium-sized, two-handed firearms 60 cm in length with a smooth bore 
designed to shoot spherical pellets called shot. Pre-Fall, its use was generally precluded on the 
battlefield by advancements in smart ammunition and teleoperated robotics, but as a personal defense 
weapon it excels, especially in the crowded confines of post-Fall habitats. [Low] 


MA What shotgun do? 


In brief, the shotgun doubles the armor value of its target and in addition to regular and AP ammo, its 
rail variant can use smart ammo. Three new types of ammo are available for shotguns: incendiary, 
slugshell and rootshot. Unless otherwise noted, shotguns cannot make called shots. Shotguns can be 
partially reloaded with a quick action. Furthermore, the rail variant can use non-smart [Low] cost 
ammunition as regular ammo and non-smart [Moderate] cost ammunition as AP ammo. These special 
rules, along with new ammo mods, weapon mods and traits are detailed below. 


I.B Ammo Clip 

Ammo clips are freguently mounted on the weapon's stock or above the receiver to expedite reloading. 
When reloading a shotgun mounted with an ammo clip, increase the number of shells reloaded by the 
Lock N' Load special rule rule by 1. The clip can hold up to 8 shells, and this bonus only applies if the 


reloaded shells come exclusively from the clip. Refilling the clip itself requires two Complex Actions (four 
shells per Complex Action). [Trivial] 


(Designer's Note: The bonus to Lock N' Load applies if the shells come only from the clip. For example, if 
there are 2 shells remaining on the clip and you have a REF of 25 (4 shells per LNL), you could: 1) reload 
only 2 shells as a Quick Action; 2) replace the empty magazine with a new magazine as a standard, 
Complex Action reload; 3) reload 2 shells from the clip as a Quick Action, and if you have loose shells— 
probably in the pocket of your duster, not that you'd ever tell your firearm safety instructor—you can 
spend a Complex Action to fill 4 spaces on the clip.) 


II.C Ammunition 


AMMO AP MODIFIER DV MODIFIER 
Incendiary — no damage 


Slugshell special special 


II.C-1 Incendiary 

Incendiary ammo, colloquially known as “armor eater,” is the shotgunner’s answer to armor. An 
amalgamation of scrappers gel and liquid thermite, incendiary ammo does very little kinetic damage. 
Rather, when the shot strikes a target the compound coating sloughs off and the impact triggers a 
piezoelectric spark generator that in turn activates a speck thermite charge. The intense heat generated 
by the thermite catalyzes the reaction, causing sickly yellow tendrils of flame to appear. This novel 
combination allows the compound to strip away whatever it comes into contact with even in the 
absence of oxygen, albeit briefly. 


Incendiary ammo does 2d10DH1 (drop highest) DV per Action Turn to anything it touches for 2 turns 
unless the material has been treated against both fire and acid. If the target has an armor value, reduce 
this value first before reducing durability. After 2 turns, these chemical flames follow the normal rules 
for fire (Eclipse Phase pg. 198) and may continue burning in the presence of oxygen if not extinguished. 
If the firing weapon has a smartlink, you may program the nanocap spark generator on the fly to use one 
of the other trigger options detailed under “Grenades and Seekers” (Eclipse Phase pg. 199), otherwise 
they must be set beforehand. The damage over time effect does not stack with itself against medium or 
smaller targets, but it can be stacked once against large and very large targets. In these cases, a 
successful second shot will inflict an additional 2d10DH1 DV for 2 turns in addition to the damage 
applied by the first shot. The damage over time effect will overwrite any applications of scrapper’s gel 
currently on the target and will in turn be overwritten by any applications of liquid thermite. [Moderate] 


(Designer's Note: Space napalm in a bullet. Fire ammo will be a valuable inclusion to any smart ammo 
magazine but will be of limited use without one due to its low, non-stacking DV against most targets. 
There’s enough fuel—liquid thermite—for the reaction to be self-sustaining for 5-6 seconds, so even in a 
vacuum this ammo ought to work for up to 1-2 turns. After that, it will peter out pretty quickly. Note 
that after the 2 turns, the normal fire rules apply and allow this “burning” damage to be reduced by 
armor—what's burning is just whatever caught on fire during the reaction, not the compound itself.) 


IL.C-2 Rootshot 

Originally developed under the brand name “Instapak” as an adhesive smartfoam for filling shipping 
containers, a bizarre turn of events led to its weaponization for inner system riot control squads. A shell 
of rootshot is packed with several hard plastic foam-filled beads that break on impact, exposing the 
smartfoam to oxygen where it rapidly expands across and adheres to any surfaces it encounters. As it 


spreads across the surface it simultaneously balloons outward, creating bowling ball-sized spheres that 
harden into a ceramic-like cast in the span of 3 to 5 seconds. 


When a character is struck by rootshot they take a cumulative -10 (up to -30) modifier to physical 
actions, and on an Excellent Success (MoS 30+) the character must take a SOM x 3 test to avoid falling 
down. The nanobots in the foam can be Programmed to maintain cohesion for up to 4 hours at which 
point the ceramic-like foam will disintegrate into a yellow-white dust. Likewise, safety protocols installed 
to prevent drowning cause the nanobots to break cohesion when inundated with water, though the 
savvy shotgunner can attempt to override this with a Programming test. Additionally, surfaces coated 
with slip are immune to rootshot. [Low] 


(Designer's Note: Remember that scene in The Incredibles where Mr. Incredible gets shot with those 
gooey black balls? This is kind of like that, except the geometry of the spheres conforms to the surface 
such that the geometric center of the sphere is usually inside the object it’s currently forming around—| 
guess it’s what it would look like if those black gooey balls got their hands on the phase cloaking device 
from the USS Pegasus.) 


11.C-3 Shotshell 

Shotshells are the standard ammunition for shotguns. A shotshell with no other ammo type is analogous 
to the “regular” ammo type. Given the reduced size of an individual pellet relative to even pistol rounds, 
shotshells preclude the use of the capsule or splash ammo types. [Trivial] 


(Designer's Note: This rule is for flavor, but also excludes types of ammo that don't make sense with 
shot ammo. Arbitrary decisions for everyone! Plus, in the grim darkness of the near future I'd rather be 
using shot over slugs, but if your group feels differently feel free to Ctrl+H.) 


Il.C-4 Slugshell 

This ammo mod fills shells with a slug rather than shot and requires a smart bore to fire. Slugshells 
provide no static DV nor AP bonuses; rather, on an Excellent Success (MoS 30+) increase the DV by +10 
rather than +5. If the MoS is 60+, also increase AP by -8. These conditions replace the normal increases 
to DV outlined on Eclipse Phase pg. 192 under “Step 5: Determine Outcome”. [Low] 


(Designer's Note: Slug ammo was designed with the motto “shotgun surgeon.” This ammo is strictly 
worse than flayer smart ammo against unarmored targets for effective skill levels 0-70: for each point of 
kinetics weapons skill beyond 70 its average DV improves by 0.05 points—e.g. at skill 90, it has +3 
average DV. An effective skill of 140 is required to reach parity with biter smart ammo, which, let's be 
honest, is already very shotgun flavorful. Against targets with 24 AV, it instead surpasses flayer at skill 65 
and biter at 90. Similarly, it beats hollow-points against unarmored targets at skill 100 and targets with 
24 AV at skill 75. Did someone say “zeroing slugshells?”) 


ILD Called Shots 


Called shots to bypass armor, disarm an opponent or target a specific location or component cannot be 
made when initiating an attack with a shotgun. This does not apply to other weapons attached to the 
shotgun, such as a bayonet or underbarrel seeker, but totally does apply to two shotguns duct taped 
together. 


ILD-1 Flush 

Shot is a very useful tool for driving targets out of cover because its spread causes many ricochets. 
When initiating an attack with a shotgun, a called shot to flush a target from cover can be made by 
rapidly firing the shotgun in the targets direction. If the MoS is beaten, the cover bonus to the target's 
Fray test to avoid ranged attacks is negated for the next ranged attack made against the target. 


Additionally, this called shot: 1) cannot be made with slugshell ammo; 2) consumes two shells regardless 
of the firing modes present on the weapon; 3) cannot be made if there are fewer than 2 shells in the 
shotgun; 4) does half damage. 


(Designer's Note: XCOM inspired, and one might consider implementing a secondary rule: if the target 
fails a WIL x 2 (or 3) test, it drops prone/must move into the nearest unoccupied square/move MoF 
meters from its current location/etc.) 


ILE Lock N’ Load 


Shotgun ammo cartridges are designed such that they can be reloaded while still inside the weapon, 
functioning half like a magazine and half like a clip. As a Quick Action, a number of shells equal to REF/10 
(round up) can be reloaded into the shotgun. Much like aiming, this Quick Action precludes the use of 
other Quick Actions. If using different types of ammo, these shells would appear at the end of the 
current magazine, e.g. there are 4 shells of incendiary ammo loaded in the current non-smart magazine, 
so any shells loaded by LNL would only be fired after all 4 incendiary shells. 


I.F Run & Gun 


Once per action turn when making attacks with a shotgun using non-slugshell ammunition, the penalties 
for movement can be negated. 


(Designer's Note: This is a functionally equivalent gyromount for free at speed 1, but diminishes in value 
as speed increases.) 


ILG Shotgun Variants 

The popularity of the shotgun as a personal defense weapon have given rise to a number of 
manufacturers producing blueprints for variants. Regardless of type, all shotguns are medium-sized, 
two-handed weapons much like the SMG. 


I.G-1 Combat Shotgun 
The combat shotgun has been modified to include a burst fire mode and features a larger magazine. 
Because the fixed armature required to drive shot through the barrel of a rail shotgun must make a full 
return trip from the end of the barrel to the chamber, combat shotguns upgraded to railguns lose their 
burst fire mode. [Moderate] 


(Designer's Note: Burst fire rail shotguns would be OP as fuck. For those that haven't read the entire 
doc, upgrading a shotty to a railgun is about the same improvement as adding a burst fire mode, so to 
avoid double-stacking the combat shotgun gets hamstringed. If you really want to pay for a [High] cost 
combat rail shotgun though, you'll end up with a bigger magazine! On the other hand you could’ve just 
bought 20 extended mags for the same cost...) 


II1.G-2 Hunting Rifle 

A throwback from Old Earth that is popular with nostalgists and antiquity collectors alike, the hunting 
rifle also sees employment by the nomads of the Martian wilderness due its low upkeep and ease of use. 
The hunting rifle is a double-barreled shotgun roughly 30 cm longer than its cousins and has no 
magazine; rather, it features a break-action and can hold only two shells, which are ejected with the 
action is opened. [Low] 


I.G-3 Railgun 


In addition to the standard rules for railguns (Eclipse Phase pg. 336), rail shotguns may use smart ammo 
as detailed below under Smartshells in addition to regular and AP ammo. Furthermore, railguns increase 


base weapon AP by -5 rather than -3 to account for the increased mass of shot compared to normal 
rounds. Rail shotguns include a smart bore by default. [Moderate] 


11.G-3.1 Ammodexterity 

This rule applies to all rail shotguns. Due to the size of standard shotgun shells, the rail armature 
typically present on railgun ammunition for other kinetic weapon classes has been replaced with a 
permanent armature inside the barrel of the rail shotgun. Therefore, any rail shotgun may substitute 
non-smart [Low] cost kinetic weapon ammunition as regular railgun ammo and non-smart [Moderate] 
cost kinetic weapon ammunition as AP railgun ammo. 


(Designer’s Note: This is a flavor rule and doesn't add any new ammo mods to rail shotguns—which can 
already use regular and AP ammo—but allows for better results from scrounging as non-rail ammo is 
still useful.) 


11.G-3.2 Smartshells 

The addition of smart materials to ammunition has improved firearm performance significantly in the 
years after the Fall, but has the drawback of decreasing ammo durability. This caveat is rarely an issue at 
standard supersonic muzzle velocities, but when fired from a railgun smart ammo breaks apart readily. 
However, shielding techniques to protect smart materials from the tremendous accelerations of a 
railgun that would require cost-prohibitive miniaturization to use on pistol and rifle rounds are perfect 
for the somewhat larger shotshell, allowing rail shotguns to use smart ammo. 


I.G-4 Sawed-off Shotgun 

Although the weapon is essentially a shortened shotgun with a wider bore, the moniker “sawed-off” was 
popularized by aficionados of Old Earth gangster XPs. These cone effect weapons trade range for close- 
in stopping power. This variant reduces all ranges significantly but has the advantage of firing in a much 
wider cone when using shotshells, extending its point-blank range to 5 m. [Low] 


ILH Smart Bore 

Smart bores serve two purposes: they can create rifling in the bore and modulate the choke to optimize 
shot spread. A shotgun with a smart bore may fire slugshells and the range categories for the shotgun 
are improved as per the following table. [Low] 


Weapon SHORT RANGE MEDIUM RANGE LONG RANGE EXTREME RANGE 


Shotgun 0-20 21-40 41-60 61-90 
Combat 0-20 21-40 41-60 61-100 


Hunting 0-30 31-80 1-100 101-150 


Sawed-off 0-5 6-15 16-20 21-30 
Rail SG* 0-30 31-60 61-90 91-135 


* Already includes a smart bore. 


Ill. New Traits 


M.A-1 Close Combat Specialist 
Cost: 20 CP 


This trait extends the point-blank range of all non-seeker ranged weapons to 4 m. Additionally, it allows 
a character to make a free, out-of-turn attack with a cumulative penalty of -10 once per action turn per 
speed of the character to any opponent that closes to within 4 m of the character. This attack can only 
be made with the following weapons: pistol, SMG, shotgun, hand laser, laser pulser, microwave 
agonizer, stunner, and any spray weapon. This attack cannot be a called shot, burst or fully automatic, 
reguires enough ammunition in the weapon to make the attack, does not benefit from aim or sweeping 
fire bonuses and is functionally eguivalent to a “single shot” firing mode attack from the respective 
weapon. If the character is wielding two or more ranged weapons, they may fire both subject to the 
“Extra Ranged Weapons” rules of Eclipse Phase pg. 206. 


(Designer's Note: The spirit of the trait is to deter would-be melee-attackers, hence the name. You get 
one attack for every speed you have, every turn. If using speed as initiative, these attacks “refresh” at 
the top of the initiative order, ¡.e. start of a new turn. These attacks can be made all in the same speed 
phase—you get a number of attacks equal to the number of speed phases you can participate in, but the 
attacks are not limited to one per phase. The penalty is a combination of the distracted modifier (-20) 
and the adjusted point-blank range modifier (+10). The penalty is cumulative from -10 for the first attack 
to -40 for the fourth, which would also require a speed of 4. Seeker weapons cannot be used with the 
attacks granted by this trait because the minimum range for these weapons is 5 m, but if the safety's are 
removed there's no reason an underbarrel seeker, seeker armband or seeker pistol ought not be 
included in the list of approved weapons. Additionally, if the character wields a throwing weapon like 
cyberninja-stars, it would have a place here. If a character advances to within 4 m of an enemy and the 
enemy moves closer to the character, the attacks granted by this trait will not trigger.) 


IV. The shotgun: design considerations 

A shotgun will be about twice as accurate as a carbine out to 30 m. 

The simplest shotgun is a barrel with a firing pin and hammer. Malfunctions are rare. 
The shotgun is stereotypically cast as a short-range, high damage weapon. 

The shotgun needs to fulfill a combat role that does not obviate existing weapons. 
The shotgun must have a compelling reason to be used over existing weapons. 
Combat in the transhuman future is largely conducted in close quarters under 100 m. 
Shotgun shells are large and weighty; this makes them cumbersome. 

Shotguns are able to utilize both shot and slug ammunition. 

Shotguns do fuck-all to armor. 


A O Nak 


Given these factors, it is necessary to abstract details such as damage, range and armor penetration to 
conform to existing weapon standards but also to create a flavorful firearm. In some cases, this will run 
counter-intuitive to real world experience. For example, even a 0.22 caliber short (or long) round will 
vastly outdistance a shotshell—this was one of the main selling points for shotguns as main weapons in 
World War 1, as soldiers were less likely hurt their comrades in close quarters trench warfare—but in 
the transhuman future of Eclipse Phase (pg. 203 / 392) a pistol has an effective range of 10 m compared 
to the real world range of a 9 mm round that can easily be lethal past 50 m. in this document, effective 
range will be the range at which a target can be reliably struck 50% of the time by a professional level 
soldier—according to the table on pg. 174 EP, this is a skill rating of 50. Essentially, with two SA shots 
per player turn, this is one hit per turn with no additional modifiers such as from smartlinks or aiming. 


IV.A Armor penetration 

The easiest component to translate from real world to EP is armor penetration. As shown by 
Old_Painless, both shot and slugs are easily stopped by type IIIA armor, which protects against small- 
arms fire, e.g. 0.44 Magnum SJHP at 435 m/s. This gives us an AP range between 0 and -4. But that's 
boring! (Pun intended.) There already exists a short range medium armor penetrator (heavy pistol), a 
medium range, medium armor penetrator (SMG) and a short range, high armor penetrator (shredder). 
So let's make our own AP: x2 AV. That's right: whatever your opponents armor is, your damage is 
instead reduced by double that amount. 


IV.B Effective range 

Next is the effective range. Both SMGs and pistols fire pistol rounds; we can objectively state that the 
max range of a pistol is set by the firearm and not the round since SMGs can shoot significantly further. 
Furthermore, we know that shot/slugs will have a shorter effective range than a 9 mm round. Therefore, 
the shotgun range should be greater than or equal to a pistol but less than an SMG. Arbitrarily, let’s 
place it in the middle at 20 meters, the same as a plasma rifle. Medium, long and extreme ranges 21-40, 
41-50 and 51-60 m respectively to emulate the drop-off in damage / increase in shot spread as distance 
increases. 


IV.C Damage value 


There are many ways to devise a base damage. The first is the tropic high damage, low accuracy model: 
rolling say 4d10 (22) would give the weapon impressive stopping power, the fun of rolling tons of dice 
and a density function that represents the hyperbolic spread of fictional shot and slugs. Another way 
would be to use dropped dice. This would represent the weapon's ability to maintain a high hydrostatic 
damage that is less susceptible to glancing strikes and also, opposite of the previous method, would 
maintain a lower maximum damage but a higher average damage. Finally, adopting the “brutal” 
mechanic of DND 4E: rerolling 1's, 2's, 3's, or whatever. This would effectively add 0.5 average damage 
per d10 per reroll digit, e.g. rerolling 2's (and thus 1's) on an SMG would add 2 to the average damage— 


0.5 damage times rerolling 2's times 2 d10s. (This is effectively rolling 2d8+4—the d10’s become Xd(10- 
Y)+(X*Y), where X is the highest rerollable number.) 


Given all that it's important to note that normally DV can become effective AP, and that is something we 
want to avoid with the shotgun in order to maintain its role. However, its hefty penalty to armor 
penetration allows for quite a lot of latitude. Naturally the shotgun should do more average damage 
than an SMG (14) against unarmored opponents, and given we've already taken a strong penalty to 
armored targets, it's not unreasonable to push its average DV past the shredder and assault rifle. An 
average DV of 28 (!) allows the shotgun to dominate unarmored targets while still allowing the 
shotgunner to put DVs down on more hardened targets. However, the die rolls behind this DV become a 
bit unwieldly as it incorporates all three methods discussed in the first paragraph: the gun has a base 
damage of 6d10+10 (!!) and rerolls all die that come up as 3 or less (!!!). After performing these two 
operations though, only the highest two die are kept. In Roll20, this would look like “6d10r<3d4+10”. 
This gives a minimum damage of 18 and a maximum damage of 30, but since we heavily favor higher 
rolls, the average damage is 27.93—comfortably roundable to 28—and there is a 95% chance of rolling a 
25 or higher. 


IV.C-1 Approximating 6d7D4+16 

In terms of dice this probability function would equate to 6d7+16, of course dropping the lowest four. 
Granted, if one is rolling d7's they are most likely near a computer, so if the player would like to avoid 
time-consuming reroll chains, they can either pre-roll damage or use the approximation 6d6+18 and 
drop the lowest four. This approximation adds 2 to the minimum damage but only 0.4 to the average 
DV, uses a standard platonic solid die and simulates rerolls of 1-4 rather than 1-3 on a d10. 


IV.D Firing modes 

The shotgun is limited to firing only in semiautomatic mode. One of the great advantages kinetic 
weapons offer is the flexibility of ammo expenditure in return for extra damage, but modern fully 
automatic shotguns cannot match the fire rate espoused by their real world analogues and a cheap 
pump action or semi-automatic shotgun is at best an order of magnitude below that. Rules for the 
combat shotgun, which offers burst fire mode, are discussed later in the special rules section. 


IV.E Magazine size 

The shotgun will have a magazine size of 8. This equates to 4 turns of firing in semiautomatic mode, two 
less than an SMG firing in burst mode, because fuck you. (Also, fast reload is a thing—check the special 
rules.) 


IV.F Weapon comparisons 


Using an average DV of 28, the tables below are a summary of how the shotgun fares compared to the 
assault rifle, the SMG and the shredder for AV between zero and 22 using several types of ammo. Fields 
where the shotgun outperforms its paired weapon are in blue and value denotes how much more 
damage the shotgun does than its counterpart for a given combination. For each sub-section, the 
second table highlights the exceptional advantage higher level firing modes have on damage, and this 
disparity is addressed at the end of this section. 


IV.F-1 Assault Rifle 


Table 1 — Shotgun (SA) vs. Assault Rifle (SA) 


AV 0 2 4 6 8 10 12 14 16 18 20 22 
Regular | +11 +7 +3 -1 -3 -5 -7 -9 -7 -5 -3 -1 
HP 49 45 41 -1 =3 -5 -7 -9 -10.5 | -8.5 -6.5 -4.5 

AP | +11 +11 +8 +4 Equal -4 -7 -9 -10 -8 -6 -4 
Reactive +11 +9 +5 +1 -3 -5 -7 -9 -11 -9 -7 -5 
RAP | +11 +11 +9 +5 +1 -3 -7 -9 -11 -10 -8 -6 
Biter | +11 +7 +3 -1 3 -5 -7 -9 -11 -10.5 | -8.5 -6.5 
Flayer | +11 +7 +3 -1 -3 -5 -7 -9 -9 -7 -5 -3 
Proximity | +11 +8 +4 Equal -3 -5 -7 -9 -10 -8 -6 -4 


Table 2 — Shotgun (SA) vs. Assault Rifle (BF) 


AV 0 2 4 6 8 10 12 14 16 18 20 22 
Regular | 45.5 41.5 25 -6.5 -8.5 MOS || As || S || al 105 -8.5 -6.5 
HP | 43.5 -0.5 -4.5 -6.5 -8.5 -10.5 | -12.5 | -14.5 -16 -14 -12 -10 


AP | 45.5 45.5 +2.5 -1.5 -5.5 -9.5 als || As || ais | ails. | Lo -9.5 


Reactive | 45.5 43.5 -0.5 -4.5 -8.5 -10.5 | -12.5 | -14.5 | -16.5 | -145 | -12.5 | -10.5 


RAP | 45.5 +5.5 +3.5 -0.5 45 -8.5 als) || clés) AGS | Als | 625 || ALS 


Biter | +5.5 | 41.5 | -2.5 | -6.5 | -8.5 | -10.5 | -12.5 | -14.5 | -16.5 | -16 | -14 | -12 


Flayer | +5.5 +1.5 25 -6.5 -8.5 105 || 125 | “1415 || 445 (a25 || 105 -8.5 


Proximity | +5.5 42.5 -1.5 -5.5 -8.5 AOS) || 25 IL a53 [845 || ALS 2015 


Although the shotgun maintains a significant lead in DV at low armors, against opponents with light vac 
suits and some bioweave the AR takes lead. Although the AR dominates 2/3 to 4 of each respective 
table, the shotgun is still capable of putting damage down on higher armored targets—it can still eke out 
4-7 damage on a morph with heavy body armor depending on ammo, but at lower AV it's capable of 
one-shotting many morphs, especially with an Excellent Success or better. A better view of shotgun 
damage at each armor value can be found in the Appendix A. 


IV.F-2 Submachine Gun 


Table 3 — Shotgun (SA) vs. Submachine Gun (SA) 


AV 0 2 4 6 8 10 12 14 16 18 20 22 
Regular | +14 +10 +8 +6 +4 +2 Equal Equal | Equal | Equal | Equal 
HP | +12 +10 +8 +6 +4 +2 Equal Equal | Equal 
AP | +14 +14 +11 +7 +4 +2 Equal Equal | Equal 
Reactive | +14 +12 +8 +6 +4 +2 Equal Equal | Equal 
RAP | +14 +14 +12 +8 +4 +2 Equal Equal 
Biter | +14 +10 +8 +6 +4 +2 Equal Equal 
Flayer | +14 +10 +8 +6 +4 +2 Equal Equal | Equal | Equal 
Proximity | +14 +11 +8 +6 +4 +2 Equal Equal | Equal 
Table 4 — Shotgun (SA) vs. Submachine Gun (BF) 
AV 0 2 4 
Regular | +8.5 44.5 +2.5 
HP | +65 | +45 | 42.5 
AP | +85 | 48.5 | 45.5 
Reactive | 48.5 +6.5 +2.5 
RAP | 48.5 | 48.5 | 46.5 
Biter | 48.5 44.5 +2.5 
Flayer | 48.5 44.5 42.5 
Proximity | 48.5 45.5 42.5 


Here we see the shotgun compare favorably to the SMG. This is a much more important comparison, 
because all these paper comparison fail to account for in-game applications. For example, SMGs and 
shotguns are much more concealable than an assault rifle, which means that they share a similar role in 
infiltration or urban combat scenarios. Generally speaking most Firewall operations are clandestine in 
nature, but the need for a powerful weapon at a moment's notice is unfortunately all too common. In 
polities that restrict weapons, however, it would most likely be easier to acquire a shotgun than a 
submachine gun, much as it is in the present day, because a case for personal protection is a lot easier 
to make when acquiring a shotgun or SMG off a regulated fabber. Additionally, in these polities it's more 
likely that non-LEO encounters will have a lower incidence of high AVs, so the advantage of a shotgun 
may be skewed. 


IV.F-3 Shredder 


Table 5 — Shotgun (SA) vs. Shredder (SA) 


AV 0 2 4 6 8 10 12 14 16 18 20 22 
Regular | +12 +8 +4 Equal -4 -8 -10 -12 -10 -8 -6 -4 
HP | 415.5 | +11.5 | +75 +3.5 -0.5 -4.5 -6.5 -8.5 -10 -8 -6 -4 

AP | +10 +10 +7 +3 -1 5 -7 -9 -10 -8 -6 -4 
Reactive | +14 +12 +8 +4 Equal -4 -6 -8 -10 -8 -6 -4 
RAP | +11 +11 +9 +5 +1 -3 -5 -7 -9 -8 -6 -4 

Biter | +17.5 | +13.5 | +9.5 45.5 41.5 -2.5 -4.5 -6.5 -8.5 -8 -6 -4 
Flayer | +14 +10 +6 +2 -2 -6 -8 -10 -10 -8 -6 -4 
Proximity | +14 +11 +7 +3 -1 -5 -7 -9 -10 -8 -6 -4 


Table 6 — Shotgun (SA) vs. Shredder (BF) 


AV 0 2 4 6 8 10 12 14 16 18 20 22 
Regular | +6.5 42.5 -1.5 DS 95 asa || albo || iy aa 5 | ALS -9.5 
HP | +10 +6 +2 2) -6 -10 -12 -14 -155113.5 AMAS; -9.5 


AP | 44.5 +4.5 +1.5 -2.5 -6.5 -10.5 pis alto [alias || As -9.5 


Reactive | +8.5 +6.5 +2.5 =A) 23 29.5 lila || 185 | “tos | 185 || 45 2915 


RAP | 45.5 45.5 43.5 -0.5 45 -8.5 2105 NISN ASN a SRS -9.5 


Biter | +12 +8 +4 Equal -4 -8 -10 -12 -14 -13.5 | -11.5 -9.5 


Flayer | +8.5 +4.5 +0.5 -3.5 AD aio ais || sio [abs ass || nilo -9.5 


Proximity | 48.5 45.5 41.5 225 -6.5 -10.5 || 125 || Sid [aba [also | Lo -9.5 


Third up we have the shotgun vs. space shotgun comparison. The shredder's innate -10 AP rating gives it 
a significant boost against robotics with armoring, but as seen with the AR the naturally high DV of a 
shotgun allows it to dominate against lower armor ratings. This is another important comparison 
because the primary reason the shotgun has such an egregious penalty against armor is to avoid 
duplicating the role of the shredder, and from these tables we can see that constraint has been fulfilled. 
Not surprisingly the shotgun compares better to the shredder due to the availability of special ammo, 
which is a significant drawback of spray weapons. 


IV.F-4 Railguns 

Next we must discuss the impact of firing modes on these tables. Note that while it's certainly useful for 
finishing off opponents or succeeding on called shots, the accuracy option (+10) is irrelevant as it will 
never be a greater increase in DV than the extra damage die. 


While the burst fire tables paint a dire picture of the shotgun as it loses its advantage at even lower AV, 
at full auto the shotgun is outclassed at every AV by each other weapon. But there is yet hope: as 
mentioned, the weapon is very cheap to manufacture, which can be abstracted as placing it a full cost 
category lower than its three comparative counterparts. Previously the only [Moderate] cost rail 
weapons were pistols, but the addition of the shotgun creates another cheap railgun variant—at 1/5 the 
cost of a rail AR or SMG—that can put out heavier fire than that of the smaller pistols. Furthermore, 
when the shotgun is upgraded to a rail weapon its performance relative to the other three weapons 


firing in burst mode is nearly identical to that shown in the first three tables. For reference, these 
comparisons are shown below. 


Table 7 — Rail Shotgun (SA) vs. Assault Rifle (SA) 


AV 0 2 4 6 8 10 12 14 16 18 20 22 
Regular | +13 +12 +8 +4 +2 Equal -2 -4 -6 -5 -3 -1 
Ap | 413 +13 +13 +9 +5 +1 -2 -4 -6 -8 -6 -4 


Table 8 — Rail Shotgun (SA) vs. Assault Rifle (BF) 


AV 0 2 4 6 8 10 12 14 16 18 20 22 


Regular | 47.5 | +6.5 | +2.5 | -15 | -3.5 | -5.5 | -7.5 | -9.5 | -115 | -105 | -85 | -65 


AP | 47.5 +7.5 +7.5 43.5 05 || 4h) | 275 | 35 -11.5 -13.5 -11.5 -9.5 


Table 9 — Rail Shotgun (SA) vs. Submachine Gun (SA) 


AV 0 2 4 6 8 10 12 14 16 18 20 22 
Regular | +16 +15 +13 +11 +9 +7 +5 +3 +1 Equal | Equal | Equal 
AP | +16 +16 +16 +12 +9 +7 +5 +3 +1 -1 Equal | Equal 


Table 10A — Rail Shotgun (SA) vs. Submachine Gun (BF) 


AV 0 2 4 6 8 10 12 14 16 18 20 22 


Regular | +10.5 +9.5 +7.5 $5.5 | 435 | +15 | -05 | 25 | 45 | -3.5 | -1.5 Equal 


AP | +10.5 +10.5 +10.5 atopy ES AS S (245 || AES) || os) || hs -2.5 


Table 11A — Rail Shotgun (SA) vs. Shredder (SA) 


AV 0 2 4 6 8 10 12 14 16 18 20 22 
Regular | +14 +13 +9 +5 +1 -3 -5 -7 -9 -8 -6 -4 
AP | 412 +12 +12 +8 +4 Equal -2 -4 -6 -8 -6 -4 


Table 12A — Rail Shotgun (SA) vs. Shredder (BF) 


AV 0 2 4 6 8 10 12 14 16 18 20 22 
Regular | +8.5 +7.5 +3.5 -0.5 -4.5 -8.5 510 SN E125 MEA SN ISSN AS -9.5 
HP | +14 +11 +7 +3 A 5 -7 -9 -11 -13 -11.5 -9.5 
AP | 46.5 16.5 16.5 +2.5 ales) -5.5 75 2915 ASTES SETS 9.5 


Due to the inability to fire RAP ammunition as a rail shotgun, the weapon loses 1 DV relative to the 
assault rifle against armored targets using just AP ammo, but also loses a 3.5 DV advantage on 
unarmored targets since the bonus 3 AP of the railgun has no effect. But more importantly these tables 
beg the question of what use a rail shotgun is—the firing rate has been arbitrarily restricted to SA and 
just to compete with its confederates it requires a relatively costly upgrade that is still available to those 
weapons (excepting the shredder, of course). 


To that end, two further perguisites are given to rail shotguns. First, rail shotguns can use smart ammo 
since the size of a shotshell (or slugshell) is significantly larger than its counterpart pistol or rifle round 
and additional protective material is added to shield the “delicate” nanoelectronics. Second, rail 
shotguns gain an additional -2 AP (to a total -5 AP) to account for the greater mass of the shot. Below 
are the updated tables to reflect these changes. 


Table 10B — Rail Shotgun (SA) vs. Assault Rifle (BF) 


AV 0 2 4 6 8 10 12 14 16 18 20 22 


Regular | +7.5 +7.5 +4.5 +0.5 ALS | En | 5.5) 75 -9.5 -10.5 -8.5 -6.5 


AP | 47.5 +7.5 +7.5 45.5 | +1.5 | =2.5 || -5:5 -7.5 -9.5 “LS Il -9.5 


Biter | #75 | +75 | +45 | +05 ea Nee ÓN 


Flayer | +7.5 +7.5 +4.5 +0.5 <5) || 23 | Ss) 75 -9.5 -11.5 | -10.5 -8.5 


Proximity | +7.5 +7.5 +5.5 +15 | -1.5 | -3.5 | -5.5 -7.5 -9.5 -11.5 | -11.5 -9.5 


Table 11B — Rail Shotgun (SA) vs. Submachine Gun (BF) 


AV 0 2 4 6 8 10 12 14 16 18 20 22 


Regular | 410.5 | +10.5 49.5 #75 | 45.5 | 43.5 | 41.5 | -0.5 -2.5 -3.5 -1.5 Egual 


AP | 410.5 | 410.5 | 410.5 | 48.5 | 45.5 | 43.5 | 41.5 | -0.5 525 -4.5 -4.5 LAS 


Biter | +10.5 +10.5 +9.5 +7.5 | +5.5 | 43.5 | 41.5 -0.5 -2.5 -4.5 -6.5 -5 


Flayer | +10.5 | +10.5 +9.5 ma LS ESOO || cells || 05 -2.5 -4.5 -3.5 -1.5 


Proximity | +10.5 +10.5 +9.5 aoe) || 785 | +85 | LO -0.5 -2.5 -4.5 -4.5 -2.5 


Table 12B — Rail Shotgun (SA) vs. Shredder (BF) 


AV 0 2 4 6 8 10 12 14 16 18 20 22 


Regular | 48.5 48.5 45.5 +15 | -25 | -6.5 | -8.5 | -10.5 | -12.5 | -135 | -11.5 -9.5 


AP | 46.5 +6.5 +6.5 +4,5 | +0.5 | -3.5 | -5.5 IS -9.5 MESA AMES -9.5 


Biter +14 +14 +11 +7 +3 -1 -3 -5 -7 -9 -11 -9.5 


Flayer | +10.5 | +10.5 +7.5 +3.5 [05 SN [4365 -8.5 AS O TAS On) 


Proximity | +10.5 | +10.5 +8.5 +4,5 | +0.5 | -3.5 | -5.5 75 595 lila || al 295 


These changes effectively boost the breakpoint between the shotgun and assault rifle to somewhere 
between 6 and 9 AV depending on ammo and up to roughly 14 for SMGs. Shredders still maintain their 
lead at high armors, and break around AV 9. 


V. Appendix A - Shotgun Semiautomatic v. Full Auto 
This appendix has the six tables that show damage of both normal and rail variants of the shotgun 
relative to assault rifles, submachine guns and shredders on full auto. 


Table A1 — Shotgun (SA) vs. Assault Rifle (FA) 


AV | 0 2 4 6 8 10 12 14 16 18 20 22 
Regular | -5.5 | -9.5 ass || As AS | 215 | 285 | 255 | ets | =2L5 | as | los 
PPE om) || Sis || 15.5 | “is | AS | 215 | 285 || wes -27 -25 -23 z2 


AP | -5.5 | -5.5 -8.5 A26 || ass || 20S | 235 | 255 | 2035 | 245 | 225 | 205 


Reactive | -5.5 | -7.5 Als || As || “Ags || 215 | 285 | 255 | 2/4 | 255 | 285 | 215 


RAP | -5.5 | -5.5 75 clas) || As [ASS | 235 | 255 | 275 | aes | 245 | 225 


Biter | -5.5 | -9.5 aga | vs || “ado || ik | 245 | 255 | 275 -27 -25 -23 


Flayer | -5.5 | -9.5 ass | As || ails | wiles | we | 255 | 255 | 285 | ils | “185 


Proximity | -5.5 | -8.5 cis) || als [Ass || wiles) | eis | 25 | Ae) | 245 | 2245 | 2405 


Table A2 — Shotgun (SA) vs. Submachine Gun (FA) 


AV | 0 2 4 6 8 10 12 14 16 18 20 22 


Regular | -2.5 | -6.5 -8.5 ls || ls [illo [ais | ls || cil | Af | ies) || 105 


HP | -4.5 | -6.5 -8.5 -10.5 | -125 | -145 | -165 | -18.5 -20 -18 -16 -14 


AP [259 2205 29-5 -9.5 Al || A5 [ass | aio || ails | als | “ans | Ss 


Reactive | -2.5 | -4.5 -8.5 -10.5 | -125 | -145 | -16.5 | -18.5 | -20.5 | -18.5 | -16.5 | -14.5 


RAP | -2.5 | -2.5 -4.5 -8.5 AAS ESTS || aso 205 ESS || As || As 


Biter | -2.5 | -6.5 -8.5 -10.5 | -125 | -145 | -16.5 | -18.5 | -20.5 -20 -18 -16 


Flayer | -2.5 | -6.5 -8.5 10:5 NISN |) 1425) ESTOS SUS SIS SN TES 14250 225 


Proximity | -2.5 | -5.5 -8.5 0 || ils) [Als AAS (AAS || AELS | ais || lso || ASS 


Table A3 — Shotgun (SA) vs. Shredder (FA) 


AV | 0 2 4 6 8 10 12 14 16 18 20 22 
Regular | -4.5 | -8.5 -12.5 116.5 20.5 T245 5526 :5 28.5 | - 26:5) [5524 550 [522050 05205 
HP | -1 5 -9 -13 -17 22 223 -25 -26.5 | -24.5 | -22.5 | -20.5 


AP | -6.5 | -6.5 9.5 Slee) Il 5 S 2S2 S222205 


Reactive | -2.5 | -4.5 -8.5 ts | alos [ds [| 225 [| 245 | 205 | Ln | 2245 | 205 


RAP | -5.5 | -5.5 Wo) lila || ls || ails) | 215 [26 | 2Sns) |) Lo || 225 || 205 


Biter | +1 -3 A) -11 -15 -19 -21 -23 -25 -24.5 | -22.5 | -20.5 


Flayer | -2.5 | -6.5 AOS LAS ISS 225 24 5 (20:50 526 :5 [5524 SN [522050 [52205 


Proximity | -2.5 | -5.5 -9.5 also | Aso || ils) || WS | 205 | 205 | 25 || 225 | 205 


Table A4 — Rail Shotgun (SA) vs. Assault Rifle (FA) 


AV 0 2 4 6 8 10 12 14 16 18 20 22 
Regular | -3.5 -3.5 -6.5 | -10.5 | -12.5 | -14.5 | -16.5 | -18.5 | -20.5 | -21.5 | -19.5 | -17.5 
AP | -3.5 -3.5 -3.5 -5.5 -9.5 | -13.5 | -16.5 | -18.5 | -20.5 | -22.5 | -22.5 | -20.5 
Biter | -3.5 -3.5 -6.5 | -10.5 | -12.5 | -14.5 | -16.5 | -18.5 | -20.5 | -22.5 | -24.5 -23 
Flayer | -3.5 -3.5 -6.5 | -10.5 | -12.5 | -14.5 | -16.5 | -18.5 | -20.5 | -22.5 | -21.5 | -19.5 
Proximity | -3.5 -3.5 -5.5 -9.5 | -12.5 | -14.5 | -16.5 | -18.5 | -20.5 | -22.5 | -22.5 | -20.5 
Table A5 — Rail Shotgun (SA) vs. Submachine Gun (FA) 
AV 0 2 4 6 8 10 12 14 16 18 20 22 
Regular 
AP 
Biter 
Flayer 
Proximity 
Table A6 — Rail Shotgun (SA) vs. Shredder (FA) 
AV 0 2 4 6 8 10 12 14 16 18 20 22 
Regular | -2.5 -2.5 -5.5 -9.5 | -13.5 | -17.5 | -19.5 | -21.5 | -23.5 | -24.5 | -22.5 | -20.5 
AP | -4.5 -4.5 -4.5 -6.5 | -10.5 | -14.5 | -16.5 | -18.5 | -20.5 | -22.5 | -22.5 | -20.5 
Biter +3 +3 Equal -4 -8 -12 -14 -16 -18 -20 -22 -20.5 
Flayer | -0.5 -0.5 -3.5 -7.5 | -11.5 | -15.5 | -17.5 | -19.5 | -21.5 | -23.5 | -22.5 | -20.5 
Proximity | -0.5 -0.5 -2.5 -6.5 | -10.5 | -14.5 | -16.5 | -18.5 | -20.5 | -22.5 | -22.5 | -20.5 


VI. Appendix B - Shotguns vs. Pistols 
Shotgun (SA) vs. Heavy Pistol (BF) 
AV 0 2 4 6 8 10 12 14 16 18 20 | 22 
Regular +7.5 +3.5 -0.5 -2.5 -4.5 |-65| -8.5 | -10.5 | -8.5 -6.5 | -4.5 | -2.5 
HP +5.5 +1.5 -0.5 -2.5 -4.5 -6.5 -8.5 -10.5 -12 -10 -8 -6 
AP +7.5 +7.5 +4.5 +0.5 -3.5 -6.5 -8.5 -10.5 | -11.5 -9.5 -/.5 | -5.5 
Reactive +7.5 +5.5 +1.5 -2.5 -4.5 | -6.5 | -8.5 | -10.5 | -12.5 | -10.5 | -8.5 | -6.5 
RAP +7.5 +7.5 +5.5 +1.5 -2.5 -6.5 -8.5 -10.5 | -12.5 | -11.5 | -9.5 | -7.5 
Biter +7.5 43.5 -0.5 -2.5 -4.5 | -6.5 | -8.5 | -10.5 | -12.5 -12 -10 | -8 
Flayer +7.5 43.5 -0.5 -2.5 -4.5 | -6.5 | -8.5 | -10.5 | -10.5 -8.5 | -6.5 | -4.5 
Proximity +7.5 +4.5 +0.5 -2.5 -4.5 -6.5 -8.5 -10.5 | -11.5 -9.5 -7.5 | -5.5 
Shotgun (SA) vs. Seeker Pistol (BF, HEAP) 
AV 0 2 4 6 8 10 12 14 16 18 20 | 22 
Regular +5 +1 -3 -7 -11 -13 -15 -17 -15 -13 -11 | -9 
HP 48.5 44.5 40.5 -3.5 -7.5 | -9.5 | -11.5 | -13.5 -15 -13 -11 | -9 
AP +3 +3 Equal -4 -8 -10 -12 -14 -15 -13 -11 | -9 
Reactive +7 +5 +1 -3 -7 -9 -11 -13 -15 -13 -11 -9 
RAP +4 +4 +2 -2 -6 -8 -10 -12 -14 -13 -11 | -9 
Biter | +10.5 +6.5 +2.5 -1.5 -5.5 | -7.5 | -9.5 | -11.5 | -13.5 -13 -11 | -9 
Flayer +7 +3 -1 -5 -9 -11 -13 -15 -15 -13 -11 -9 
Proximity +7 +4 Equal -4 -8 -10 -12 -14 -15 -13 -11 -9 
Shotgun (SA) vs. Shard Pistol (BF) 
AV 0 2 4 6 8 10 12 14 16 18 20 | 22 
Regular +11 +7 +3 -1 -5 -9 -11 -13 -11 -9 -7 -5 
HP +14.5 +10.5 +6.5 +2.5 -1.5 es) Ha) -9.5 -11 -9 57 =) 
AP +9 +9 +6 +2 -2 -6 -8 -10 -11 -9 -7 5 
Reactive +13 +11 +7 +3 -1 =) -7 -9 -11 -9 -7 5 
RAP +10 +10 +8 +4 Equal -4 -6 -8 -10 -9 -7 -5 
Biter +16.5 +12.5 +8.5 +4.5 +0.5 E35 | -5.5 -7.5 -9.5 -9 -7 -5 
Flayer +13 +9 +5 +1 -3 -7 -9 -11 -11 -9 -7 -5 
Proximity +13 +10 +6 +2 -2 -6 -8 -10 -11 -9 -7 -5 


Rail Shotgun (SA) vs. Heawy Pistol (BF) 


AV 0 2 4 6 8 10 12 14 | 16 18 20 22 
Regular +9.5 49.5 46.5 44.5 42.5 40.5 -1.5 | -3.5 | -55 | -6.5 -4.5 | -2.5 
AP 49.5 49.5 49.5 47.5 43.5 40.5 -15 | -3.5 AS -7.5 | -5.5 
Rail Shotgun (SA) vs. Seeker Pistol (BF, HEAP) 
AV 0 2 4 
Regular +7 +7 +4 
AP +5 +5 +5 
Biter | +12.5 +12.5 +9.5 
Flayer +9 +9 +6 
Proximity +9 +9 +7 
Rail Shotgun (SA) vs. Shard Pistol (BF) 
AV 0 2 4 6 8 10 12 14 | 16 18 20 22 
Regular +13 +13 +10 +6 +2 -2 -4 -6 -8 -9 -7 -5 
AP +11 +11 +11 +9 +5 +1 -1 -3 -5 -7 -7 -5 
Biter | +18.5 +18.5 | 415.5 | 411.5 47.5 43.5 +15 | -0.5 | -2.5 | -4.5 -6.5 -5 
Flayer +15 +15 +12 +8 +4 Equal -2 -4 -6 -8 -7 -5 
Proximity +15 +15 +13 +9 +5 +1 -1 -3 -5 -7 -7 -5 
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VII. Appendix C - Slugshell Damage Values 
Slugshells depend on Excellent and Superduper Successes to increase DV. Below is a graph showing 
average #DV from the ammo as afunction of skill. Recall that no skill may go over 99. 
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Changelog 


V1.0 


Created document 


V1.1 
Grammatical editing 
Changed flavor text on a few items to improve description or accuracy 
Added a designer's note to several items 
Created new multilevel list for the headings 


v1.2 
Added hunting rifle 
Reduced the number of shells Flush consumes from 3 to 2, so the hunting rifle can use it 
Altered the design note on Close Combat Specialist to reflect that seekers are viable if the 
safeties are disabled, because who doesn't enjoy seeing idiots blow themselves up? 
Added tables and charts for pistol comparisons 
Caught a typo that doubled the AV reduction on incendiary ammo. Changed it to 2d10DH (drop 
highest) 


v1.3 
Changed incendiary ammo after realizing it couldn't function as it was written, basically does the 
same effect now, perhaps more or less DV depending how it was read previously 
Minor flavor changes 


